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France 8ball1, a very famous person in the KZ world, accepted to answer some questions to me. This french "artist" became known with his maps and his movies a couple of years ago. How can't we think about kz_longjumps2, surf_water-run-rmk or brian the movie 2 when we read his nickname?
This discreet and quiet person arouses much interest, even today, that's why I decided to make this interview, which turned out rather short considering some of his answers...


Hi, before we start, could you introduce yourself? Your hobbies and all those kinds of thing.

8ball1: Hi, my name is Roman, I'm currently 19, and I joined the community in 2007.
	Then i've stopped all activities related to xtreme-jumps in 2009, because of required time for studding.
	My hobbies are kind of simple : cinema, some sport to feel alive, and relationship :)

You're a very famous person in the KZ world, notably thanks to your maps, but also your movies. What is the reason in your opinion?

8ball1: Waow... I guess because the audience enjoyed ?
	I think it's important to be attentive to the general wish, but also to add some original part.
	Every creator have personnal feeling about it.

How do you place yourself in relation to this success? What did it bring to you, or still bring nowadays?

8ball1: It's nice to share something with the community, even if it's virtual, people here are really involved.
	On the other hand it's dangerous to forget about the reality (yes, some did)
	Well, it's a game.

What do you think about the current Xtreme-Jumps community? And years ago?

8ball1: The orange color is fine.

How far do you think the KZ can go?

8ball1: There are still many things to do, I'm sure that the timer concept is far from being totally exploited, the game engine allows way more things than jumping from a block to another. Some shortcuts prove it: bkz_wallblock, kz_kzfr_bhopspace, the 10hp breakable roof on kz_ea_parkblock...
	People should draw their inspiration from certain techniques and highlight them in their map architecture, in order to renew the tricking/longjump recurrence; first bhop maps were made to highlight the bunnyjump, whereas there were only climb maps.

	Let's imagine a map where you have to go down instead of going up : or where the player should have to take care more of his HPs to stay alive,
	the approach would be long and tedious (like the structure of maps like rpz_downfall, but in the form of kz_jumprun).
	The run would be essentially strategic and would vary from risk-taking (edgebug/jumpbug/wallblock) to multiplicity of the run, by taking care of avoiding a too direct issue.

	It is also possible to influence directly on the environment : for example, blocks could be under the influence of strong ventilations (simulated by some simple func_push and func_shake), where the jumper would have to maintain continually at the same place, by reaching blocks becoming smaller and smaller the farer the player goes. There's also the low gravity of kz_cg_gloomy, that could allow to progress in a complex path, by gliding, handling precision and bends.

	Things have already been tried, but sometimes far from being successfully completed : I remember an oldschool map (kz_wsp_islandclimb) in which the player could see himself climb from the point of view of a fixed camera, but it was only a bonus room. Why not trying on a whole map? (Moreover the programmation core of entities was a real treasure). After all we're all equal in front of a map gameplay, whatever it is.

	KZ could also become independant, as Defrag is with Quake III, or KZMOD with HLÂ². By keeping the official configuration, it should be possible to embed other configurations aside (as AXN maps and the "Bloo scout impact", thanks to plugins). This liberty would allow to divide up the different gameplays in order to keep the control over them, it seems to me that it's what was chosen for KZMOD. Imagine the possible combinations : axn_bunnyjump 1 + sv_airaccelerate 100, mixing bhop/surf and those special blocks from rabbithighway_h bonus room... Such an organisation should be hard to set up, but that's what allowed Defrag to last in the hands of its lovers, instead of dying with time.

You're extremely known for your sense and your artistic tastes which are unanimously recognized. What's the way you think when it's about building a map or making a movie? Do you keep the word "Art" in mind during your creation time?

8ball1: Generally when I have an idea, I note it, and wait for some time before thinking about it again, to be sure that it's really "ok".
	Then I try to keep the connecting thread in mind during all the conception process, to be coherent.
	Level design is a static piece, so the challenge is to do something narrative and immersive by throwing the level.
	Art ? Before using this term, we should define it right ? :p But yes it's about creation.
	I think the act of creation is itself most important than the definition of art !

What advice would you give to someone who start in moviemaking and/or mapping?

8ball1: To begin with some paper and a pencil, writting or squetching some concepts, references, ideas...
	Then come the the form and the details.

Everybody has seen through your personal movies that you had a good level in KZ, why didn't you ever try WRs?

8ball1: Most of my demos are cheated with 125fps, I'm bad at kz.

Why "8ball1"?

8ball1: I chose the first thing I thought about: the first spray name in the HL multiplayer list.

A typical day in 8ball1's life?

8ball1: Nowadays, I study, so I live as a student. My schedule is pretty cool, I try to disconnect from computer as soon as I can, when I'm not working on it.

Do you have objectives in your life?

8ball1: Probably, but I don't know yet.
Over all I would like to work in cinema, it's certain :)

Do you have some other things to say before we end this interview?

8ball1: Greets to Ryderc, Pruno, The*BishOp, and all the others !

[note: I translated everything from french]